1. introduction 


Midwest Mysteries module for the search & rescue of a child in the winter. 


2. setup 


Roll! to assign child’s description. 


winter winds 


pressun press 


A chess set is required for play. 


# | age | height | weight hair eye race mark location 

1 7 47-48 49-50 Black Brown Black Scar Cheek 

2 8 50-51 56-57 Brown | Amber Asian Burn Arm 

3 9 52-53 62-63 Blonde Blue White Birthmark Nose 

4 10 54-55 70-71 Red Green | Hispanic | Checkmark Hand 

5 11 56-57 78-81 White Hazel Native Wart Eyebrow 

6 12 58-59 88-91 Grey Grey Mixed Mole Chin 

is__—s tall & weighs ____ .With____ hair, _____ eyes, & skin tone. 

Look out fora ____ œn . Fears & likes 
Last seen entering the forest carrying & wearing 


2.1. location 


Record a notch corresponding to each number rolled” on the following chart. Notched spots contain clues 
leading to other notched spots. The child is found at the final notched spot after exploring all other spots. 


# fear likes gear clothes 
1 Bridges Kayaking Inflatable Raft Flotation Vest, Rubber Coveralls, Red Wool Sweater 
2 Crowds People Binoculars Digital Camouflage Outfit, Combat Boots 
3 Strangers Hunting Gun Orange Coat, Jeans, Black Shoes 
4 | Deep Water Fishing Ice Fishing Rod Green Sweater, Fishing Vest, Rubber Boots 
5 Heights Climbing Ice Axe Blue Winter Coat, Cargo Pants, Hiking Boots 
6 Dark Spelunking Flashlight Grey Wool Blanket, White T-Shirt, Jeans, Socks 
: 2.2. fear 
# spot character piece i ; 
; Clues or the child will not be found here. Re-roll 
1 River Parent Pawn ; i 
this number when rolling on other columns. 

2 Camp Hunter Rook 

3 Cabin Veteran Knight 2.3. spots 

4 Lake Medic Bishop Roll to determine spot locations on chessboard. 

5 Cliff Climber Queen 

6 Cave Scout King l E 3 = 5 6 7 8 
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2.3.1. river 


Roll determines the empty square where the 
bridge is. Place white pawns to represent river. 


2.3.2. camp 


Note where the white rook is located but do not 
place the piece until found by players. 


2.3.3. cabin 


Note where the white knight is located but do not 
place the piece until found by players. 


2.3.4. lake 
Place white bishop to represent lake. 


2.3.5. cliff 


Place white queen to represent cliff. 


2.3.6. cave 


Note where the white king is located but do not 
place the piece until found by players. 


2.4. search party 


Six characters are recommended. Recommended 
archetypes are included below. 


2.4.1. parent (d20) 


Gain one notch when engaging in a conflict to 
protect your child. Spend one notch to re-roll one 
die when within earshot of your child. 


e Body: d4 
e Mind: d8 
e Walking Stick (White Ash): d6 


¢ Binoculars: d10 


2.4.2. hunter (d8) 


Gain one notch for each clue found. Spend one 
notch to re-roll one die when shooting. 


e Body: d6 
e Mind: d4 
e Double-Barrel Shotgun: d12 


e Air Scent Dog: d20 - Spend one notch to re-roll 
one die when tracking from a clue. 


2.4.3. veteran (d4) 


Inflict one mental damage to gain one notch. 
Spend one notch to re-roll one die in a violent 
conflict. 


e Body: d10 
e Mind: d6 

e Pistol: d12 
e Knife: d20 


2.4.4. medic (d6) 


Gain one notch for not rolling in a violent con- 
flict. Spend one notch to reduce one physical 
damage to another character. 


e Body: d12 
e Mind: d8 
e Medical Training: d20 


e Trailing Hound: d10 - Spend one notch to re- 
roll one die when tracking on trail 


2.4.5. climber (d12) 


Inflict one physical damage to gain one notch. 
Spend one notch to re-roll one die when traveling 
though difficult terrain. 


e Body: d20 
e Mind: d10 
e Ice Axe: d4 
e Rope: d6 


2.4.6. scout (d10) 


Gain one notch when damage is avoided. Spend 
one notch to re-roll one die when fleeing. 


e Body: d8 

e Mind: d12 

e Driving: d20 
e Flare Gun: d4 


2.5. loadout 
Characters have winter clothes and this gear: 
e Helmet d4 

e Flashlight: d4 

e Compass: d4 

e Whistle: d4 
Wristwatch: d4 

e Notepad & Pencil: d4 
Flagging Tape: d4 

e First Aid Kit: d4 
Water Bottle: d4 

e Two-Way Radio: d4 


2.5.1. winter gear 


Each player gains one notch for each rumor about 
the woods they come up with. Spend notches 
equal to gear number to buy this item. Players 
may share notches while together. Each player 
must at least have snowshoes. 


2.5.1.1. snowshoes 


Move | square per hour. 


2.5.1.2. sled 


Move 2 squares per hour if traveling away from 
the cliff, down the river, or toward the lake. 


2.5.1.3. trekking poles 


Required for using skis. Spend one notch to re- 
roll one die when maneuvering through snow. 


2.5.1.4. skis 


Move 2 squares per hour. 


2.5.1.5. oar 


Required to sail raft. Spend one notch to re-roll 
one die when maneuvering through water. 


2.5.1.6. inflatable raft 


Move on water 2 squares per hour. 


2.5.1.7. snowmobile 


Carry two passengers. Move 3 squares per hour. 


2.5.1.8. two-seat helicopter 


Carry? two passengers. Move 4 squares per hour. 
Land only at Cliff or Al. 


3 Only the Veteran, Climber, and Scout can pilot. 


2.6. secrets 


Optional: Assign one secret to each character. 


2.6.1. paternity 


Parent: Child is not yours and you are hoping 
they stay lost. Not Parent: Child is secretly yours 
and you want to escape together unnoticed. 


2.6.2. Spy 


You’re working for the military to prevent infor- 
mation about the woods from leaving at all costs. 


2.6.3. journalist 


You are undercover looking for a story to publish. 


2.6.4. creature 


You are a predator imitating a human. You want 
adults to freeze to death for winter food. 
Vocal Tic: 


1 Sentences of four words or less 

2 No pronouns 

3 Silent except when talked to directly 
4 


Monotone 


2.6.5. acrophobia 
You avoid being in high places. 


2.6.6. vacation 


Your vacation starts tomorrow and you need to be 
back at Al by 7AM, kid or no kid. 


2.6.7. Sightseer 


You want to visit all spots instead of searching. 


2.6.8. hydrophobic 


You avoid being near bodies of water. 


2.6.9. vengeance 


Your child died here and you want revenge. 


2.6.10. suicidal 


You would freeze to death to rescue this child. 


2.6.11. claustrophobic 


You avoid being in confined spaces. 


2.6.12. drunk 


You were intoxicated when you got the call. The 
bar opens at 7AM and you have a stool waiting. 


3. non-player characters 


Roll for the motive of each non-player character. 


3.1. creature 


Apex predator stalking the child. Steals the flesh 
of others and mimics human‘ voices. Cannot be 
killed except with a weapon of white ash. 


1 Hunger - wants to eat 

2 Companion - wants human to train 

3 Play - enjoys toying with humans 

4 Bait- using child to catch bigger prey 


3.2. woodsman woodie 

Hermit living in a nearby underground cabin. 
1 Fugitive - hides from all authority 

2 Paladin - shoots creatures’ on sight 

3 Lonely - wants someone to be his friend 
4 


Mad - Mutters on about "skin-stealers"” 


3.3. lieutenant doe 


Leader of a classified military platoon. Always 
with 1d6 other soldiers. 


1 Exterminate - hunt hostile creatures 

2 Contain - keep creatures in the woods 

3 Silence - stop the spread of information 
4 


Search - look for creature’s nest 


3.4. juanita cierva 

Teenager alone in the woods. 

1 Creature® - hungry for humans 

2 Runaway - wants to live in the woods 
3 Lost- made a wrong turn on a hike 
4 


Daring - looking for creatures 


4. play 
The players hear the following coming from their 
two-way radios: 
We only have twelve hours before the blizzard 
comes in. We need to find before then 
and get out. Good luck and godspeed! Over! 


Search begins in the left corner of Al at 
19:00 (7PM). 


4 Only speaks four word sentences 
5 Fires tricky shots behind broad cover 


6 Only speaks four word sentences 


4.1. actions 


Black chess pieces represent the player’s charac- 
ters. Each hour players may travel or search. 


4.1.1. travel 


Move squares equal to speed of transportation. 


4.1.2. search 


Chessboard is used as a search grid. Players be- 
gin at the ourside edge of the board. Each turn 
players move toward the opposite edge. 


If only one person is searching, roll for an 
encounter. Dice Search: Roll d100 under Proba- 
bility of Detection to succeed. 


4.1.2.1. hasty search 


e Minimum: 2 Searchers - 1 Hour 
e Probability of Detection: 30%. 
e 19 Squares contain clues 

e 45 Squares do not contain clues 


e Move 4 squares roughly in the direction of 
travel then search in adjacent squares 


8 * p 
7 * * 

6 p * 

5 * * * 

4 * * * 

3 * * * 
2 * * 
1 * * 


8 

7 

6 * * * | x * * 
5 * * * * k | x * 

4 | * * * * 

3 * * 

2 

1 


4.1.2.2. loose grid search 


4.1.2.3. tight grid 


Minimum: 3 Searchers - 2 Hours 
Probability of Detection: 60%. 
38 Squares contain clues 

26 Squares do not contain clues 


Move 3 squares roughly in direction of travel 
then search in adjacent squares 
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5. events 


8 * * 

7 * * 

6 * * 

aE * 

4 * * 

3 * * 

2 * * 

1 * * 
AJIBICID 

8 * 

7 * * 

6 * * * * 

5 * * * * 

4 * * * 

3 * * * 

2 * * 

1 
AIBICID 


Minimum: 4 Searchers - 3 Hours 


Probability of Detection: 80%. 


search 


51 Squares contain clues 


13 Squares do not contain clues 


Move 2 squares directly in direction of travel 
then search in adjacent squares 


* 


* 
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Roll or use location number. Roll an encounter 
for each traveling player at 00:00 (Midnight), 
01:00 (1AM), 02:00 (2AM), 03:00 (3AM), & 
04:00 (4AM) 


# | encounter | behavior | sign 
1 Clue Hidden Tracks 
2 Woodie Travel Item 
3 Squad Fight Blood 
4 Wolves Flee Part 
5 Moose Rest Mark 
6 Creature Wait Sound 
7 Coyote Search Debris 
8 Juanita Struggle Trap 
5.1. clue 


Pass a note to lone players when a clue is found to 
let them decide if they want to tell everyone else. 


Tracks - lead in the direction of child 

Item - Something is left matching description 
Blood - trail in direction of child 

Part - 1 Ear | 2 Toe | 3 Finger | 4 Tooth 

Mark - Even: Blaze’ | Odd: Twigs? 

Sound - Distant scream in direction of child 
Debris - Even: Branches? | Odd: Trash 

Trap - Even: Leg" | Odd: Pitfall"! 


aN HNN FW NY 


7 Vertical line carved in tree - straight ahead 
8 Arrow in direction of travel 

° Broken like someone was here 

10 Tricky to avoid | Tricky to get out of 

1! Hard to avoid | Easy to get out of 


5.2. woodie 


Hidden - roll encounter to hide from 
Travel - walking toward the cabin 
Fight - roll encounter to fight 

Flee - roll encounter for Woodie to flee 
Rest - napping beneath a pine tree 
Wait - roll an encounter to pass by 


Search - find a clue 
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Struggle - intestine hog-tied by "skin-stealers" 


5.3. squad 

Doing covert and confidential military operations. 
Hidden - feel watched behind trees 

Travel - marching toward cave 

Fight - lower half of a person on the ground 
Flee - soldier running from cave screaming 
Rest - Night watch soldier is asleep 

Wait - prevent players from searching square 


Search - searching the area for something 
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Struggle - soldiers attacked in distance 


5.4. wolves 

Hidden - feeling watched from the bushes 
Travel - walking toward lake 

Fight - roll encounter to fight 

Flee - fleeing from camp 

Rest - wounded wolves laying down 

Wait - staring into the direction of the river 


Search - sniffing child-sized tracks 
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Struggle - caught in leg trap 


5.5. bear 

Hunter recognizes bear shouldn’t be awake. 
Hidden - grunt coming from the darkness 
Travel - walking toward cliff 

Fight - roll encounter to fight 

Flee - fleeing from cabin 

Rest - bleeding out 

Wait - staring into the direction of the cave 


Search - chewing on a child’s item 
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Struggle - stuck in a pitfall 


5.6. creature 


Hidden - feeling of being watched from above 
Travel - twigs snapping in the distance 

Fight - roll encounter for distant screams 

Flee - roll encounter something fleeing 

Rest - corpse that looks butchered 

Wait - complete silence 


Search - child’s item pointing toward the cave 
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Struggle - push someone into pitfall 


5.7. coyote 


Hidden - rustling from bushes 
Travel - trotting toward child 
Fight - roll encounter to fight 
Flee - roll encounter to flee 
Rest - eating off a corpse 

Wait - staring toward the cabin 


Search - body part in mouth 
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Struggle - stuck in Woodie’s rabbit snare 


5.8. juanita 


Hidden - feel followed 
Travel - walking toward cave 
Fight - roll encounter to fight 
Flee - roll encounter to flee 
Rest - napping in a hammock 
Wait - staring toward the cave 
Search - find child’s item 
Struggle - stuck in pitfall 
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6. spots 


Locations which are sensitive to context. Events 
happen and insights are gained by specific people 
going to specific spots. 


6.1. bridge 
Only place to get across the river. 


Child: Found dangling from bridge by an 
intestine. Hard to pull the child up without falling 
into the river. 


Scout: Choke point for those walking. 
Blood trail leads in the direction of the cave. 


6.2. camp 


Confidential military base of operations. Lieu- 
tenant Doe tells civillians to stay out of his way. 


Child: Located in the tent of Lieutenant 
Doe. Fighting between creatures and soldiers be- 
gins upon player’s arrival. Hard to get to the tents 
without getting hit. 


Veteran: This military force is elite. 


6.3. cabin 


Woodie’s underground home. There is one win- 
dow to both the east and south. Simple bed with a 
fire pit in the center. Stakes and spears of white 
ash are hung everywhere. 

Child: Found with Woodie warming up by 
the firepit. Woodie discourages anyone from 
leaving till the blizzard blows over. Creatures at- 
tack when the blizzard begins. 

Hunter: A cabin with three walls sur- 
rounded by over a foot of soil is defensible. 


6.4. lake 
A partially frozen lake. 


Child: Found unconscious on a piece of ice 
in the lake. Light enough to not sink. Creatures 
won’t venture on the ice. Hard to get across. 


Medic: Boot prints lead to camp. 


6.5. cliff 
A tall cliff overlooking the woods. 


Child: A shrill scream is heard from above 
and the child is seen being pulled back and out of 
sight. Hard climb for the Climber and Wicked 
climb for anyone else. Child is found bruised, 
battered, but still alive. Hard to rappel back down 
with child. 


Climber: Treacherous cliff, not for the faint 
of heart. Moccasin prints leading to cabin. 


6.6. cave 

The nest of most of the creatures in the area. 
Child: Child screams from inside dark cave. 

Once in, multiple child screams can be heard 

from the child and the creatures. It is hard for the 

parent to discern the real scream and wicked for 

anyone else. 


Parent: Hair stands up on the back of neck. 


7. blizzard 


When the blizzard begins at 07:00 (7AM) it will 
be tricky to move through each square traveled 
through. Creatures attack with hard strikes every 
hour. The blizzard lasts for four hours before 
clearing. Creatures withdraw after the blizzard 
dies down. 


All tracks are wiped away after the blizzard 
and if the child is not found, they will never be. 


8. notes 


Search tools and their uses. 


8.1. radio 


Four square range. The powerful radio in the ve- 
hicle at Al can broadcast so everyone can hear it 


8.2. whistle 


Only heard by close ears. 
1 Stop 
2 Go 


3 Emergency 


9. notice 


I voluntarily dedicate this work into the Public 
Domain to encourage new creations. 
Artists may: 


e Use this work without restriction and for 
any purpose. 


e Create copies to be shared without limit 
and for any purpose. 


e Create derivative works without restric- 
tion, for any purpose, and without credit. 


e Use this notice in your own work. 


